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PROGRAM PURPOSE 

Children who read frequently read well. Children who rarely read 
usually read poorly. Reading Adventure I was designed to provide 
second and third graders with reading material that would en¬ 
courage them to read, by permitting them to shape stories they 
read themselves, and by providing scoring to encourage readers to 
try again in order to achieve higher scores. Each story has more 
than one possible conclusion, so each time the child works with 
the program he or she can create a new story. 

STRUCTURE AND SCORING 

Reading Adventure I consists of two interactive stories. 

In “Three Ponies” each passage is followed by three choices for 
the reader to make to continue the story. One choice is obviously 
a poor response. The reader does not get any points for choosing 
this response. Early in the story the reader is steered back into 
the mainstream of the story after these responses. Later in the story 
these responses lead to a conclusion. The other two choices are story 
branches. The story will develop depending on which choice the 
child makes. Tb encourage replaying, one choice is awarded 200 
points and one 100. The choices are somewhat arbitrary, although 
the author does feel that the 200 point choices are slightly more 
consistent with the theme than the 100 point choices. However, no 
suggestion should be made that the 200 point responses are better 
than the 100 point responses. Scoring is merely an inducement to 
try again, an incentive to read the story more than once. In fact, 
due to multiple branching, there are over two dozen possible 
versions of this one short story. 

In “Nancy, Amy, Jim and Tom” scoring is more systematic. After 
each passage there are four answers. Two make sense in the context 
of the story, and two do not. One of the branches which makes sense 
is randomly awarded 200 points, the other 100 points. The other 
choices are awarded 0 points, but may branch to questions with 
two choices, one of which is worth 20 points, the other 10. The key 
branching in “Nancy, Amy, Jim and Tom” takes place at the point 
where a choice is made between “rocks and minerals” and “rockets 
and jets” Readers should be encouraged to try each of these choices, 
inasmuch as each leads to a completely different story line. Again, 
scoring is used merely as an incentive to encourage readers to come 
back and try again. Inasmuch as this is a complex story, with many 
branches, there are numerous possible versions of this story 
available to readers. 

The top 40 scores are recorded in the QUEUE-Intellectual Soft¬ 
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ware Hall of Fame. Since this is a rotating file, a new score equal 
or better than on old score will replace the older one. Readers will 
see the Hall of Fame after completing a story, and each reader will 
see his or her own score highlighted in the rankings. Readers have 
an approximately equal chance of a high score in each of the two 
basic story lines. 

PLAYING TIME 

The time required to complete Reading Adventure I will depend 
on the choices the reader makes. It is possible to complete a story 
in less than 10 minutes; however, some readers will require 30 
minutes or longer to complete a story. 

SUGGESTIONS FOR USE 

You may want to try reading these stories as a group, with the 
group discussing or voting upon each choice. 

PRIOR TO USE: Many children can benefit from a discussion of 
theme development and a brief review of how to use a microcom¬ 
puter. 

1. Review with the children prior to using the disk: 

• How to tell a story 

• How to determine what should come next 

2. Have the children create a story by having each child 
contribute a sentence. 


NETWORK 

The software you have purchased is sold for use on only one computer 
at a time. Use of this software on a network violates copyright law. In 
order to use this software on a network, you must contact your vendor 
or Queue, Inc. and obtain a contract signed by Queue. Pricing depends 
on the number of computers which will be on the network. 
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MACINTOSH 

SELECTING THE PROGRAM 

• Power up the Mac using the switch on the back. 

• Wait a moment while the system information loads into memory. 
—The Mac Desktop will appear on the screen. 

• Insert the program disk into the drive. 

• Using the mouse, double-CLICK on the program icon. This icon 
has the name of the program listed under it. 

• The screen will display, “Setting up. Please wait. 

• When the QUEUE title screen appears, move the pointer to the OK 
button on the lower righthand comer and CLICK once. (Youmay, 
as an alternative, press the RETURN key on the keyboard.) 

• The screen will display, “Please enter your name.” 

_Enter your name from the keyboard. Make sure that it is spelled 

correctly in the box. Then CLICK the OK button. 

• The screen will display: 

“Are you 1) starting, 

or 2) continuing a game? 

—Position the POINTERatthebuttonsatthebottomofthescreen 

and CLICK on CONTINUE or START. 

_If you are continuing a game, see section titled “Continuing a 

Game After Having Quit.” 

ANSWERING FORMAT 

• Use the mouse to CLICKthe buttons near the bottom of the screen, 
OR 

• Press the correct letter on the keyboard (A, B, C, D, or E). 

• When an OK button appears on the screen, that’s the signal to 
move to the next step. 

—CLICKthe OK button with the mouse, OR 
—Press RETURN on the keyboard. 

THE MENU BAR 

The menu bar at the top of the screens is available to users at any 
time. Just CLICK the word or icon you wish to use. 

CONTROL HELP SCORE QUIT 

The APPLE: CLICKING the Apple allows access to the standard 
Mac desk accessories—the Scrapbook for filing notes; the Alarm 
Clock to keep track of the time spent on a program; the Note Pad 
to take notes; the Calculator for arithmetic; and, of course, the 
Puzzle. 
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CONTROL: CLICKING Control pulls down a menu that allows 
you to restart the program from the beginning, or to go back and 
review the instructions and then resume playing. 

HELP: CLICK Help to see a pull-down menu of help screens. Each 
help screen contains information that can help you succeed in the 
program. Then click the screen desired, and it will shortly appear 
on the display. You must CLICK the OK button to exit this screen. 

SCORE: At any time during a program, you may see your current 
score (accumulated points) by CLICKING Score on the Menu Bar. 

QUIT: Don’t use this option—unless you want to quit for good; 
this will take you back to the Mac Desktop immediately. 

—If you want to QUIT TEMPORARILY, with the idea of resuming 
later, then use the QUIT button on the lower right corner of 
the screen. This will allow you to save your place and resume 
the program again from where you left off. You will be asked 
“Do you wish to QUIT now?” Choose the YES or NO button 
at the bottom of the screen. 


OPERATIONS 

Quitting and Saving Scores 

• Players may only quit when the computer is waiting for 
a response. The QUIT button, or typing Q, is only effective when 
answering a question. 

• When a player quits, the message “Do you wish to quit now?” 
appears on the screen. 

• The player must choose the YES or NO button. If the player 
replies NO, the program returns to the point where it left off. 
If the player chooses YES, the question “Do you want to continue 
this game later?” then appears. 

• If the player chooses the YES button, the message “Saving 
scores” appears followed by “Hope you had a nice game. See you 
around.” Scores are saved to disk to make it possible for the player 
to reenter the game at a later date where he or she left off. 

• The Mac Desktop will appear on the screen. 

TO RESTART: If a new player wishes to play, he or she must 
reboot the computer to start a new game. 

The program will hold the names of 75 players who have quit 
but want to have their places and scores saved for later play. Once 
this capacity is filled, if additional players wish to quit and resume, 
the names of those who have already done so must be removed. 
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Continuing a Game After Having Quit 

• If a child returns to continue a game, the computer must match 
the child’s name with the name of someone who has quit and 
saved his or her score for later play. 

• If the computer does not find the child’s name, Your game is 
not recorded. Your name must be spelled the same as it was last 
time. Please edit if necessary” will appear. 

• If after editing, there is still no match: “Sorry but you’ll have 
to start again” will appear. 

Quitting Without Saving Scores 

• If the player does not wish to save his or her scores the 
QUIT option on the Menu Bar may be used. 

• The computer will return to the Mac Desktop. 

To restart the game, place the FINDER (using the mouse) on the 
program icon and double CLICK. 

UTILITY: CLEARING THE HALL OF FAME 

j) 0 Computer Response 

Enter the program to the point 


UllUvl Ullv --— 

where the screen reads: 

“Please enter your 

name” 

Type *, press RETURN 

Screen appears: 

“Check the Name you wish to 
clear—The All button clears all 
names.” 

□ Name #### 

with buttons at bottom of the 
screen: 

All Cancel 

Ok 

CLICK on box next to name to 
be deleted, then CLICK the OK 
button 

IS Name 

#### 

—If choosing All, then CLICK 




OK 

APPLE 

ANSWERING FORMAT 

• Answers are automatically accepted by the computer without the 
use of the RETURN key. 

• Players should be instructed to use the RETURN key only after 
the computer responds to their answers. (The response stays on 
the screen until RETURN is hit.) If players hit RETURN after 
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entering an answer, they will miss the computer’s response to 
their answer. 

• The automatic response feature also makes it necessary for 
players to consider their answer before entering it on the 
computer. 

• The computer is programmed to accept the letters A, B, C, D and 
E as player responses. If a player hits any other key the message 
“ANSWER NOT VALID FOR THIS QUESTION. PLEASE TRY 
AGAIN. PRESS RETURN WHEN READY TO CONTINUE” 
appears. A player is not penalized for making this error; that 
is, no points are lost. 


OPERATIONS 

APPLE He users.. .keep CAPS LOCK down. 

Switching Disks 

At some point in the game it will become necessary to match 

disks. “PLEASE PLACE DISK 2 IN DRIVE 1” will appear on the 

screen. The player should switch disks, then hit RETURN to con¬ 
tinue play. 

Quitting and Saving Scores 

• Players may only quit when the computer is waiting for a 
response. The quit command will not be effective after a question 
has been answered. 

• Players may quit by pressing the Control key and the key for 
the letter Q at the same time, when asked to choose a response. 

• When a player quits, the message “DO YOU WISH TO QUIT 
NOW?” appears on the screen. 

• The player must type Y or N for the answer. If the player replies 
N, the program returns to the point where it left off. If the player 
replies Y, the question “DO YOU WANT TO CONTINUE THIS 
GAME LATER?” then appears. 

• If the player answers Y, the message “SAVING SCORES, 
PLEASE WAIT” appears followed by “HOPE YOU HAD A NICE 
GAME. SEE YOU AROUND.” Scores are saved to disk to make 
it possible for the player to reenter the game at a later date where 
he or she left off. 

• A continuous graphics display then appears, gradually filling the 
screen with images, then blanking out the screen and repeating 
in an endless loop. 

• If a new player wishes to play, he or she must reboot the com¬ 
puter to start a new game 
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ONCE THE GRAPHICS LOOP IS DISPLAYED THE COMPUTER 
MAY BE TURNED OFF. (NOTE, HOWEVER, THAT THE SAME 
GRAPHICS WILL BE DISPLAYED ONCE BEFORE YOU ENTER 
THE HALL OF FAME, BUT WILL NOT REPEAT) 

The program will hold the names of 75 players who have quit 
but want to have their places and scores saved for later play. Once 
this capacity is filled, if additional players wish to quit and resume, 
the names of those who have already done so must be removed. 
To delete a name, restart the game with the name of a player who 
quit and whose score has been held, then quit and answer No to 
the question regarding the saving of scores. 

Continuing a Game After Having Quit 

• If a child returns to continue a game, the computer must match 
the child’s name with the name of someone who has quit and 
saved his or her score for later play. 

• If the computer is having trouble doing this, the following 
questions will appear: 

“YOUR GAME IS NOT RECORDED. DID YOU SPELL YOUR 
NAME DIFFERENTLY LAST TIME?” 

• If the child answers no to this question, 

“COULD YOU HAVE PUT AN EXTRA SPACE IN SOME¬ 
WHERE?” comes up. 

• If the answer is no to this question as well, 

“SORRY, BUT YOU’LL HAVE TO START AGAIN” appears on 
the screen. 

• If the child answers yes to this series of questions, “PLEASE RE¬ 
ENTER YOUR NAME” appears and the child will be able to 
continue the game previously begun. 

Quitting Without Saving Scores 

• If the player does not wish to save his or her scores the player 
should respond N when the question “DO YOU WANT TO CON¬ 
TINUE THIS GAME LATER?” appears. 

• The computer will respond “HOPE YOU HAD A NICE GAME. 
SEE YOU AROUND.” A continuous graphics display then ap¬ 
pears, gradually filling the screen with images, then blanking 
out the screen and repeating in an endless loop. 

ONCE THE GRAPHICS LOOP IS DISPLAYED THE COMPUTER 
MAY BE TURNED OFF. (NOTE, HOWEVER, THAT THE SAME 
GRAPHICS WILL BE DISPLAYED ONCE BEFORE YOU ENTER 
THE HALL OF FAME, BUT WILL NOT REPEAT.) 

Ib restart the game when the graphics loop is displayed one must 
merely reboot the computer. 
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UTILITY: CLEARING THE HALL OF FAME 
Names can be cleared'out of the Hall of Fame either individually 
or all at once. To do this: 

• Boot the disk 

When the program asks for the child’s name, hold the CONTROL 
key down and type S. Then press the RETLRN key. 

• The choices offered will be either to clear individual names out 
of the Hall of Fame or to clear the entire Hall. 
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ENRICHMENT PROJECTS 

If several children have worked on the program together they 
could present the version of the story they created as a play. 

Second graders might be encouraged to draw a set of pictures il¬ 
lustrating the story they created when using the program. 

You may also want children, particularly in the third grade, to 
write a description of what happened in the story they created. 

Children can be encouraged to make up new endings from some 
point in the existing plot. 

Children might also wish to develop new stories using the 
characters in these stories, or writing continuations of the existing 
stories. 

MACINTOSH HELP SCREENS 

Tb heighten the users’ interest and provide fun illustrations for 
the various escapades in Reading Adventure I, HELP screens are 
available. 

To access the screens, move the FINDER (using the mouse) to the 
HELP menu option. Pull the list down and CLICK on the item 
needed. The following menu appears: 

VICTOR 

SILVER 

GOLDIE 

JIM AND AMY 

TOM AND NANCY 
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SUPPORT 

If you have any questions or problems, call Queue, Inc, at 1-800-232- 
2224 (in Connecticut, Alaska and Canada call 203-335-0908). Defec¬ 
tive disks will be replaced free of charge up to 180 days after invoice 
date. Disks damaged after 180 days may be replaced at $ 10.00 for the 
first disk and $5.00 for each additional disk in a program. Mail the 
damaged disk(s) and appropriate payment to Queue at 338 Com¬ 
merce Drive, Fairfield, CT 06430, for a prompt replacement. 

Backup disks are available at $10.00 for the first disk and $5.00 for 
each additional disk in a program. Customers are limited to one 
backup disk for each disk purchased. Backup disks are for archi¬ 
val purposes only. 

Never expose any computer software to excessive heat or cold. Do not 
leave your software near a strong magnetic field such as might be 
produced by an electric appliance, stereo, or speaker magnet. Always 
place your software in its sleeve when you are not using it. This will 
protect it from dust and finger prints. Finally, never touch the 
exposed parts of the disk which are visible through the holes in the 
disk cover. 





